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“Druid™ Circle of the Hexed 
A subclass for those that rather stay wildshaped. 


Druid - Circle of the Hexed 


You have been hexed by a fiend, a fey, or 
whatever you angered, and spend years 
transformed into a beast? You waited for the 
prince to come and kiss the frog, but 
nobody came? Maybe your own druidic 
abilities or an accidental event reverted you 
back. All the time you spend like this makes 
you more feral and makes you forget some of 
those things civilized people call "manners". 


Domain of the Damned Features 


DRUID LEVEL FEATURE 


2nd Circle Spells, Beast Tongue, 
Bestial Trait 

6th Shaping Comfortability 

10th Bestial Aspect 

14th Form Shaper 


Circle Spells 

2nd-level Circle of the Hexed feature 

You gain circle spells at the Druid levels 
listed in the Circle of The Hexed Spells table. 
See the Circle Spells class feature in the 


Player's Handbook for how circle spells 
work. 


CIRCLE OF THE HEXED SPELLS 


CLERIC LEVEL SPELLS 


2nd animal messenger, beast bond 

3rd beast sense, locate animals or 
plants 

5th catnap, conjure animals 

7th dominate beast, polymorph 

9th commune with nature, hold 
monster 

Beast Tongue 


2nd-level Circle of the Hexed feature 


You can communicate with animals as if you 
share a language and once per day you can 
cast the calm emotions spell without 
expending a spell slot. If you cast the spell 
this way, you can only target Beasts rather 
than Humanoids. But you have 
disadvantage on Charisma (Persuasion) and 
Charisma (Deception) checks when 
interacting with Humanoids. 
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Y ASKED THE OWL DRUID. 


Bestial Trait 
2nd-level Circle of the Hexed feature 


When you adopt this circle, you 
choose the form you have been 
hexed into and gain its feature. At your ’ 
option, you also gain minor physical 
attributes that are reminiscent of your 
former form. For example, if you have been a 
frog, you have an unusually long tongue or 
warty skin, or if you have been an owl, you 
move your head in sharp abrupt turns. 

You gain the ability to use Wild Shape on 
your turn as a bonus action, rather than as 
an action. While wild-shaped into your 
specific form, you have advantage on checks 
to act as that animal, and other creatures 
have disadvantage on Intelligence 
(Investigation) checks to discern you as an 
unusual animal. 

Even when you are wildshaped into a 
different form, your form shows signs of 
your bestial traits. You gain the following 
benefits while wildshaped or not. 

Frog. You can hold your breath for up to 
10 minutes, your jumping distance is 
doubled, and you don't need a running start 
anymore. You also develop the urge to catch 
and consume flies and other small insects 
when you see them. 

Pig. You gain proficiency in the 
Perception skill and are able to distinguish 
creatures and objects within 10 feet of you 
by their smell alone. Also, an unremovable 
foul smell constantly lingers from you. You 
can make a Perception check relying on 
smell as bonus action. 


Owl. You gain a darkvision out to 30 feet 
or your darkvision increases by that 
amount, regardless of which form you are 
in. Further, as a reaction, you can reduce 
any fall damage you take to half its amount. 
You also develop the habit of uncomfortably 
long breaks in conversation where you just 
stare at people. 


Shaping Comfortability 
6th-level Circle of the Hexed feature 


You become accustomed to changing your 
form and your ability to do so quickens. You 
can use your Wild Shape one additional 
time per short rest, are able to stay in your 
wild shape indefinitely, and are able to 
speak any languages you are proficient in 
even when transformed. Further, when a 
creature would hit you with an attack, you 
can use your reaction to transform into a 
Beast before the attacks hits you. If you are 
already transformed you must shape into a 
different Beast. 

If you finish a long rest without being 
wild-shaped you only regain a quarter of hit 
dice (rounded up). 


Bestial Aspect 
10th-level Circle of the Hexed feature 


Your bestial trait and habits become more 
pronounced... and you don’t dislike it. Even 
when you are wildshaped into a different 
form, your form shows signs of your bestial 
traits. You gain the following benefits while 
wildshaped or not. 

Frog. You gain a climbing speed equal to 
your walking speed and you can climb 
difficult surfaces, including upside down on 
ceilings, without needing to make an ability 
check as the glands on your hands start to 
secrete a sticky liquid. You also start to 
breathe loudly almost as if ribbiting, giving 
you disadvantage on Dexterity (Stealth) 
checks. 

Pig. You have advantage on Constitution 
saving throws and become immune against 
poison and diseases as well as the poisoned 
condition. You also develop an enormous 
hunger and need twice as much food as 
usual or suffer exhaustion. 

Owl. Your attacks become quick, you 
don't provoke opportunity attacks from 
targets you attacked this turn, whether you 
hit or not. You also become nocturnal, 
requiring a successful Wisdom saving throw 
to fall asleep during the night. On a failure, 
you are unable to sleep for 1d4 hours. The 
DC is equal to 10 + your proficiency 
modifier. 


Double Shaper 


14th-level Circle of the Hexed feature 


You always have the polymorph spell 
prepared. This spell doesn’t count against 
the number of druid spells you prepare. 

When you cast the polymorph spell on 


TA ” yourself, it doesn't require your 


® concentration nor material 


“*%, %* components to cast it. Further, you 


can perform the required somatic 
and verbal components of that 
spell while wild-shaped. 


Your mortal eyes are looking for more fun? 
Why not check my other fantastic supplement? 
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Unique cursest "apply to 160 items from the DMG, 
plus new items to add mystery to your games 
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